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“Aye! Of course, good lady. It would be my captain’s honor to provide you passage to Barter- 
town. For you, good lady, no fee is required. The honor of your presence is payment enough. 
I do apologize, however, but there is a token fee to carry your servants and luggage. Is air 
travel safe? Of course. Be assured that our crew are among the finest in Barsaive, well- 
honed and experienced from many flights across the province. Even the fiercest crystal 
raiders curb their bloodlust when they see our sails! If haste is not important, might I 
suggest to the captain that he plot a course to take us over some of Barsaive’s sights for 
your pleasure? What say you good lady? Shall I show you to your quarters? I assure 
you there is no finer ship than the Vexator!” 
DEX (16): 7 STR (13): 6 TOU (14): 6 
PER (13): 6 WIL (12): 5 CHA (13): 6 
Initiative: 6 Physical Defense: 9 
Physical Armor: 6 Spell Defense: 7 
Mystic Armor: | Social Defense: 7 
Death: 36 Recovery Tests: 3 
Unconsciousness: 28 Knockdown: 6 
Wound Threshold: 10 Movement: 6 
Karma Points: 5/5 
Air Sailor Talents: Air Sailing? (2): 7, Avoid Blow” (1): 8, Climbing? (1): 8, 
Karma Ritual (1): 1, Melee Weapons” (2): 9, Navigation (1): 7, Versatility (0) 

. Skills: Airships X (2): 8, Barsaive History “ (1): 7, Conversation (1): 7, First Impression (1): 7, Flirting (1): 7, 
Haggle (1): 7, Read and Write Language (2): 8— (Dwarf /Throalic, Human), Sail Embroidery“ (1): 7, Seduction (1): 7, 
Speak Language (2): 8—(Dwarf/Throalic, Human), Throwing Weapons (1): 8 
4 Artisan skill; Knowledge skill 

~ Armor: Buckler (Deflect 1/0, Phys 1; Shatter 17), Hardened Leather (Phys 5; Init 1) 

Weapons: Broadsword (Damage 11), Short Sword (Damage 10), Dagger (Damage 8; Range 5-10) 

Equipment: Adventurer’s Kit, Embroidery Kit, Navigation Charts in Map/Scroll Case, Trail Rations (1 week), Traveler’s Garb 

Loot: 2 copper, 8 silver, and 1 gold pieces 

Notes: Has the human Versatility racial ability. 
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FIRST CIRCLE HUMAN ARCHER 


“I live my life like I use my bow. I take careful aim, control thought and breath, and let fly, far 


and true. I gauge goals as I would a target, by analyzing and understanding them. For if I do 


not know my target, how can I guide my arrow to it? Forgive me if this sounds too mystical 
for your liking, but for me life is the Wind. A force of nature, it pushes us forward with pur- 
pose or tosses us madly about. Like my arrow, I ride the Wind or cut against it. For our 
_ flight to be true we must understand the Wind, its currents, eddies, and surges. I ride 
the Wind like a sailor on the sea, nota leaf in a storm.” 
DEX (16): 7 STR (13): 6 TOU (14): 6 
PER (14): 6 WIL (11): 5 CHA (12): 5 
Initiative: 7 Physical Defense: 9 
Physical Armor: 3 Spell Defense: 8 
Mystic Armor: 1 Social Defense: 7 
Death: 36 Recovery Tests: 3 
Unconsciousness: 28 Knockdown: 6 
Wound Threshold: 10 Movement: 6 
Karma Points: 5/5 
Archer Talents: Avoid Blow (1): 8, Karma Ritual? (1): 1, Missile Weapons? (2): 9, 
Mystic Aim? (2): 8, Throwing Weapons” (1): 8, True Shot? (1): 8, Versatility (0) 
Skills: Barsaive History “ (1): 7, Climbing (1): 8, Creature Lore (1): 7, Human Lore *(1): 7, 
Hunting (1): 8, Melee Weapons (1): 8, Read and Write Language (2): 8—(Dwarf/Throalic, Human), 
Speak Language (2): 8—(Dwarf/Throalic, Human), Tracking (1): 7, Wilderness Survival (2): 8, 
Wood Carving“ (1): 6 
4 Artisan skill; “Knowledge skill 
Armor: Leather (Phys 3) 
Weapons: Dagger (Damage 8; Range 5-10), Longbow (Damage 10; Range 20-40), Quiver (20 Longbow Arrows) 
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Equipment: Adventurer’s Kit, Rope (6 yards), Trail Rations (1 week), Traveler's Garb, Wood Carving Tools 
Loot: 2 copper, 4 silver, and 2 gold pieces 
Notes: Has the human Versatility racial ability. 
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FIRST CIRCLE ORK BEASTMASTER ZN 

“Bah! What do you know of me? You see only what you wish. You think animals are crude and dirty, 

and so therefore Iam as well. You have lost sight of their inherent nobility, the purity of their beings, 

their honor. There is a trust among my animals and between them and me that I do not find 

among people. My animals do not lie, nor do they betray, nor do they scheme. They are quick to 

love and forgive, and their loyalty, when earned, knows no bounds. Tell me, where can I find 

this in civilization? Where can I find this among people? Yes, some men I count as my friends, 

but only a handful have earned that status.” 

DEX (13): 6 STR (16): 7 

PER (11): 5 WIL (11): 5 

Initiative: 5 

Physical Armor: 6 

Mystic Armor: 2 

Death: 36 

Unconsciousness: 28 

Wound Threshold: 10 

Karma Points: 5/5 

Beastmaster Talents: Animal Bond? (1): 8, Claw Shape? (1): 8, Creature Analysis? (2): 7, 

Karma Ritual? (1): 1, Tracking (1): 6, Unarmed Combat? (2): 8 

Skills: Creature Lore * (2): 7, Fishing (1): 6, Melee Weapons (2): 8, Read and Write Language (2): 

7—(Dwarf/Throalic, Or’zet), Speak Language (2): 7—(Dwarf/Throalic, Or’zet), Swimming (1): 8, 

Throwing Weapons (1): 7, Wild Animals * (2): 7, Wood Carving“ (1): 8 

4 Artisan skill; “Knowledge skill 

Armor: , Buckler (Deflect 1/0, Phys 1, Shatter 17), Hide (Phys 5; Myst 1; Init 1) 

Weapons: Hand-Axe (Damage 11), 2xDaggers (Damage 9; Range 5-10), Whip (Damage 10; Entangle 9) 

Equipment: Adventurer’s Kit, Fishing Kit, Trail Rations (1 week), Traveler’s Garb, Wood Carving Tools 


TOU (14): 6 

CHA (16):7 
Physical Defense: 7 
Spell Defense: 7 
Social Defense: 9 
Recovery Tests: 3 
Knockdown: 7 
Movement: 7 


Loot: 6 copper, 1 silver, and 2 gold pieces 
Notes: Has the ork Gahad and Low-Light Vision racial abilities. 


FIRST CIRCLE DWARF CAVALRYMAN 


“There is nothing, nothing, like a good charge. Spurring my mount, coaxing her forward faster and 
faster until the land and the sky are nothing but passing blurs. That is when I am at peace. We move 
as one, my mount and I, as a great, single unstoppable force. Brave and terrible, we ride without 
fear. When Cavalrymen ride together as a band, nothing can stop them. We become a whirlwind 
that pushes all else aside.” 

DEX (13): 6 STR (16): 7 
PER (11): 5 WIL (11): 5 
Initiative: S 

Physical Armor: 7 

Mystic Armor: 1 


Death: 44 


TOU (20): 8 

CHA (11): 5 
Physical Defense: 7 
Spell Defense: 7 
Social Defense: 7 


Unconsciousness: 36 
Wound Threshold: 13 


Karma Points: 4/4 
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Cavalryman Talents: Animal Bond? (2): 7, Avoid Blow (1): 7, Charge? (1): 8, s f | 
Karma Ritual? (1): 1, Melee Weapons” (1): 7, Trick Riding (2): 8 


Knockdown: 7 
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Skills: Ancient Weapons * (1): 6, Body Painting“ (1): 6, Craftsman; Leatherworking (1): 7, Read Qi Ag \ 
and Write Language (2): 7—(Dwarf/Throalic, Or’zet), Speak Language (2): 7— (Dwarf/Throalic, 4 A\ y C) ON 
Or’zet), Tactics (1): 6, Throwing Weapons (2): 8, Tracking (1): 6, Unarmed Combat (2): 8, Weapon Stress 

Lore *(1): 6 

4 Artisan skill; KKnowledge skill 

Armor: Rider’s Shield (Deflect 2/0; Phys 3; Init 1; Shatter 19), Padded Leather (Phys 4) 

Weapons: Flail (Damage 12), 2xDaggers (Damage 9; Range 5-10), Spear (Damage 11; Range 5-10) 
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Equipment: Adventurer Kit, Leatherworking Tools, Painting Tools, Traveler’s Garb, Trail Rations (2 weeks), Water Skin, Troajin (mount) 


Loot: 4 copper, 2 silver, and 2 gold pieces 
Notes: Has the dwarf Heat Sight racial ability. 
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FIRST CIRCLE DWARF CLEMENTALIST 


“The world works in balance—air, earth, fire, water, and wood, together and alone, form every- 
thing that we know. Control these forces and you control reality. Such forces, however, must 
not be taken lightly. An Elementalist’s power lies in coercion. We coax and push the ele- 
ments to do our bidding, knowing full well that the slightest wrong move could shift them 
against us. Elementalism requires concentration and great force of will, for nature is not 
commanded lightly nor easily, and she is wholly unforgiving.” 
DEX (13): 6 STR (13): 6 TOU (15): 6 
PER (16): 7 WIL (16): 7 CHA (9): 4 
Initiative: 6 Physical Defense: 7 
Physical Armor: 3 Spell Defense: 9 
Mystic Armor: 2 Social Defense: 6 
Death: 38 Recovery Tests: 3 
Unconsciousness: 30 Knockdown: 6 
Wound Threshold: 10 Movement: $ 
Karma Points: 4/4 
Elementalist Talents: Air Speaking” (1): 8, Karma Ritual? (1): 1, Read and Write 
Magic? (1): 8, Spellcasting? (2): 9, Spell Matrix? (1): 1, Spell Matrix (1): 1, Thread 
Weaving [Elementalism] ? (1): 8 
Skills: Alchemy (1): 8, Alchemy and Potions * (1): 8, Magical Lore * (1): 8, Melee Weapons (2): 8, 
Read and Write Language (2): 9—Dwarf (Dwarf/ Throalic, Sperethiel), Robe Embroidery“ (2): 6, Speak 
Language (2): 9—(Dwarf/Throalic, Sperethiel), The Horrors * (1): 8, Throwing Weapons (1): 7, Wilderness Survival (1): 8 
4 Artisan skill; Knowledge skill 
Elementalism Spells: Earthblend, Earth Darts, Flameweapon, Plant Talk, Purify Water, Resist Cold, Resist Fire 
» Armor: Leather Armor (Phys 3) 
Weapons: Broadsword (Damage 11), 2xDaggers (Damage 8; Range 5-10) 
Equipment: Adventurer’s Kit, Booster Potion, Embroidered Robe, Embroidery Tools, Grimoire, Traveler’s Garb, Trail Rations (1 week) 
Loot: 4 copper, 8 silver, and 1 gold pieces 
Notes: Has the dwarf Heat Sight racial ability. 
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FIRST CIRCLE TROLL ILLOSIONIST 
“What you see is rarely what truly is, as mystery and guise embrace all aspects of life. We 
all wear masks to hide and protect our true selves, and we tell our friends half-truths for 


© their own good. We change things to what they are not, so that we may live comfortably 


with them. Why deny this? I do not. Trickery is my trade. Deception and guile are my 
friends, illusion my life’s work. Yes, illusions entertain, but they serve other purposes as 
well. They hide and reveal, change and maintain, obscure and enlighten.” 
- DEX (11): 5 STR (16): 7 TOU (15): 6 
PER (15): 6 WIL (16): 7 CHA (13): 6 
Initiative: 5 Physical Defense: 7 
Physical Armor: 3 Spell Defense: 8 
Mystic Armor: 2 Social Defense: 7 
Death: 38 Recovery Tests: 3 
Unconsciousness: 30 Knockdown: 7 
Wound Threshold: 10 Movement: 7 
Karma Points: 3/3 
Illusionist Talents: Karma Ritual? (1): 1, Read/Write Magic? (1): 7, 
Speak Language ” (1): 7—(Human), Spellcasting” (1): 7, Spell Matrix? (1): 1, 
Spell Matrix (1): 1, Thread Weaving [IIlusionism] ? (2): 8 
Skills: Alchemy (1): 7, Alchemy and Potions * (1): 7, Climbing (1): 6, Magical Lore * (1): 7, 
Magical Theory * (1): 7, Melee Weapons (1): 6, Missile Weapons (1): 6, Read/Write Language (2): 
8—(Dwarf/Throalic, Troll), Robe Embroidery“ (1): 7, Speak Language (2): 8—(Dwarf/Throalic, Troll), Streetwise (1): 7, 
Unarmed Combat (1): 6 


4 Artisan skill; Knowledge skill 
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Illusionism Spells: Assuring Touch, Best Face, Disguise Metal, Displace Image, Rope Guide, Unseen Voices 
Armor: Leather (Phys 3) 
Weapons: Quarterstaff (Damage 11), Sling (Damage 9; Range 10-20) 


Equipment: Adventurer’s Kit, Booster Potion, Embroidered Robe, Embroidery Tools, Grimoire, Rope (6 yards), Trail Rations (1 week), 
Traveler’s Garb 


Loot: 2 silver and 2 gold pieces 
Notes: Has the troll Heat Sight racial ability. 
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FIRST CIRCLE HUMAN NETHERMANCER 


“Why do you fear me? If you think Imean you harm, you are mistaken. My concerns lie in worlds 
beyond this one. The netherworlds are mine to explore, its denizens mine to command. They whisper 
only to me, revealing the quiet secrets of impossible depths. They scream to me the terrible truths of 
the brilliant heights. Their words caress me like music, giving my soul flight and my mind freedom. 
My body may be flesh, but magic fills my mind and my soul soars through the netherworlds.” 
DEX (13): 6 STR (12): 5 TOU (13): 6 
PER (16): 7 WIL (14): 6 CHA (13): 6 
Initiative: 5 Physical Defense: 7 
Physical Armor: 3 Spell Defense: 9 
Mystic Armor: 2 Social Defense: 7 
Death: 35 Recovery Tests: 2 
Unconsciousness: 27 Knockdown: 5* 
Wound Threshold: 9 Movement: 6 
* Knows the Wound Balance skill 
Karma Points: 5/5 
Nethermancer Talents: Astral Sight (1): 8, Karma Ritual? (1): 1, Read/Write Magic? (1): 8, 
Spellcasting” (2): 9, Spell Matrix? (1): 1, Spell Matrix (1): 1, Thread Weaving [Nethermancy] ? (1): 8, 
Versatility (0) 
Skills: Alchemy and Potions (1): 8, Magical Lore (1): 8, Magical Theory (1): 8, Melee Weapons (1): 7, Missile 
Weapons (1): 7, Read and Write Language (2): 9—(Dwarf/Throalic, Human), Robe Embroidery“ (1): 7, Scourge History* 
(1): 8, Speak Language (2): 9—(Dwarf/Throalic, Human), Throwing Weapons (1): 7, Unarmed Combat (1): 7, Wound Balance (1): 6 
4 Artisan skill; KKnowledge skill 
Nethermancy Spells: Bone Dance, Chilling Circle, Command Nightflyer, Detect Undead, Experience Death, Spirit Grip, Undead Struggle 
Armor: Leather Armor (Phys 3) 
Weapons: Quarterstaff (Damage 9), 2x Daggers (Damage 7; Range 5-10) Sling (Damage 7; Range 10-20) Knife (Damage 6; Range 4-8) 
Equipment: Adventurer’s Kit, Booster Potion, Embroidered Robe, Embroidery Tools, Grimoire, Hooded Lantern, 2x Oil Flasks, Traveler’s 
Garb, Trail Rations (1 week) 
Loot: 1 copper, 3 silver, and 1 gold pieces 
Notes: Has the human Versatility racial ability. 
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“You did not take me for an adept? Well, that is a common mistake. We Scouts may not be as flashy 

as Swordmasters, or as brash as Cavalrymen, but neither of these Disciplines could lead your cara- 

van through the wilderness as I can. I will find you the quickest route possible if you choose, though 

this might mean facing more hardships. Do not mistake me for a simple hunter or ranger! If you 

are taking your caravan to anew town I will still prove useful to you. As a stranger you will 

stand out in the marketplace; this might make the local populace suspicious of your intentions, 

especially in the hinterlands. A Scout can quickly find out which people you should make con- 

tact with to receive the best welcome. You would be surprised to find just how useful a Scout 

can be.” 

DEX (16): 7 STR (13): 6 TOU (13): 6 

PER (14): 6 WIL (12): 5 CHA (11): 5 

Initiative: 6 Physical Defense: 9 

Physical Armor: 5 Spell Defense: 8 

Mystic Armor: | Social Defense: 7 

Death: 35 Recovery Tests: 2 

Unconsciousness: 27 Knockdown: 6 

Wound Threshold: 9 Movement: 6 

Karma Points: 5/5 

Scout Talents: Climbing” (2): 9, Karma Ritual? (1): 1, Search” (1): 7, Silent Walk (1): 8, 

Tracking (2): 8, Versatility (0), Wilderness Survival? (1): 7 

Skills: Avoid Blow (1): 8, Barsaive History * (1): 7, Creature Lore ¥ (1): 7, Melee Weapons (1): 8, Read/Write 
Language (2): 8—(Dwarf/Throalic, Human), Resist Taunt (1): 6, Speak Language (2): 8—(Dwarf/Throalic, Human), 
Streetwise (1): 7, Swimming (1): 7, Throwing Weapons (1): 8, Unarmed Combat (1): 8, Wood Carving“ (1): 6 
4 Artisan skill; “Knowledge skill 

Armor: Hardened Leather (Phys 5; Init 1) 

Weapons: Broadsword (Damage 11), Dagger (Damage 8; Range 5-10) 

Equipment: Adventurer’s Kit, Carving Tools, Climbing Kit, Trail Rations (1 week), Traveler’s Garb 

Loot: 2 copper, 8 silver, and 1 gold pieces 
» Notes: Has the human Versatility racial ability. 


FIRST CIRCLE ORK SKY RAIDER 


“Don't even think about opposing me—I am a Sky Raider! My people have bred powerful 
warriors for as long as the sun has shone in the sky. The mountaintops are our kingdom and 
the sky, our ocean. Our lives are simple. Today we raid and tomorrow we will raid again; 
it is the course of things. We take what your societies deny us. Your ancestors drove our 
forefathers high into the mountains, beyond the lands that could sustain us. So be it. We 
raid.” 
DEX (13): 6 STR (16): 7 TOU (18): 7 
PER (11): 5 WIL (11): 5 CHA (12): 5 
Initiative: 4 Physical Defense: 7 
Physical Armor: 8 Spell Defense: 7 
Mystic Armor: | Social Defense: 7 
Death: 42 Recovery Tests: 3 
Unconsciousness: 34 Knockdown: 7* 
Wound Threshold: 12 Movement: 7 
* Knows the Wound Balance skill 
Karma Points: 5/5 
Sky Raider Talents: Air Sailing? (1): 6, Battle Shout? (2): 7, Fireblood” (1): 8, 
Karma Ritual (1): 1, Melee Weapons? (2): 8, Parry (1): 7 
Skills: Avoid Blow (1): 7, Military History [Cara Fahd] ¥ (1): 6, Missile Weapons (1): 7, 
Ork Lore “ (1): 6, Read/Write Language (2): 7—(Dwarf/Throalic, Or’zet), Speak Language (2): 7—(Dwarf/ 
Throalic, Or’zet), Tactics (1): 6, Throwing Weapons (1): 7, Unarmed Combat (2): 8, 
Wood Carving“ (1): 6, Wound Balance (1): 8 
4 Artisan skill; Knowledge skill 
* Armor: Footman’s Shield (Deflect 2/0; Phys 3; Init 1; Shatter 19), Hardened Leather (Phys 5; Init 1) 
Weapons: Flail (Damage 12), Sling (Damage 9; Range 10-20), Dagger (Damage 9; Range 5-10) 
Equipment: Adventurer’s Kit, Carving Tools, Trail Rations (1 week), Traveler’s Garb 
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Loot: S copper, 3 silver, and 2 gold pieces 
Notes: Has the ork Gahad and Low-Light Vision racial abilities. 
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FIRST CIRCLE T’SKRANG SWORDMASTER 


_. “A twist of the wrist, a slip of the blade, and your posturing is ended! Defend yourself, sir! You 
have insulted me and I demand satisfaction. Support your gibes with steel or be silent! Over- 
confident? ‘Tis true I fear no blade, nor any foolish enough to draw one against me. But I 
merely display my prowess so that all may save themselves the embarrassment of their own 
spilled blood. What? Have I ever lost? Nay, sir, I have only learned.” 

- DEX (19): 8 STR (13): 6 TOU (14): 6 
PER (11): 5 WIL (10): 5 CHA (14): 6 
Initiative: 6/D10 Physical Defense: 10 
Physical Armor: 8 Spell Defense: 7 
Mystic Armor: 0 Spell Defense: 7 
Death: 36 Recovery Tests: 3 
Unconsciousness: 28 Knockdown: 6 * 
Wound Threshold: 10 Movement: 6 
* Knows the Wound Balance talent 
Karma Points: 4/4 
Swordmaster Talents: Karma Ritual? (1): 1, Maneuver? (1): 9, Melee Weapons? (2): 10, 
Parry? (2): 10, Taunt? (1): 7, Wound Balance (1): 7 
Skills: Avoid Blow (2): 10, Barsaivian Legends * (1): 6, Conceal Weapon (1): 9, Conversation 
(1): 7, Dancing“ (1): 7, First Impression (1): 7, Read and Write Language (2): 7—(Dwarf/ 
Throalic, T’skrang), Speak Language (2): 7—(Dwarf/Throalic, T’skrang), Swimming (1): 7, 
Throwing Weapons (1): 9, T’skrang Lore (1): 6, Unarmed Combat (1): 9 
4 Artisan skill; Knowledge skill 
Armor: Footman’s Shield (Deflect 2/0; Phys 3; Init 1; Shatter 19), Hardened Leather (Phys 5; Init 1) 
Weapons: Broadsword (Damage 11), Short Sword (Damage 10), Dagger (Damage 8; Range 5-10) 
Equipment: Adventurer’s Kit, Trail Rations (1 week), Traveler’s Garb 
Loot: 2 copper, 9 silver, and 1 gold pieces 
Notes: Has the t’skrang Tail Attack (Damage 6) racial ability. 


FIRST CIRCLE WINDLING THI€F 


“No, it is you who needs me. My skills are invaluable. Would you know a dart trap if you saw one? 
Certainly you could muscle your way through a door, but would it give before the Horror ate your 
head? Scoff at my skills and that’s the chance you take. Some call me secretive, but I am“ Thief, 
am I not? I must move undetected, unseen by prying eyes, and so I need solitude. Can you trust 
me? Of course you can. Iam a Thief, not a fool.” 
DEX (18): 7 STR (7): 4 TOU (11): 5 
PER (14): 6 WIL (12): 5 CHA (14): 6 
Initiative: 7 Physical Defense: 12 
Physical Armor: 3 Spell Defense: 8 
Mystic Armor: 1 Social Defense: 8 
Death: 32 Recovery Tests: 2 
Unconsciousness: 24 Knockdown: 4 
Wound Threshold: 8 Movement: 3/8* 
* Flying Movement Rate 
Karma Points: 6/6 
Thief Talents: Astral Sight (1): 7, Karma Ritual? (1): 1, Lock Picking” (1): 8, 
Melee Weapons (1): 8, Picking Pockets” (1): 8, Silent Walk? (2): 9, Trap Initiative ? (1): 8 
Skills: Alchemy (2): 8, Alchemy and Potions * (2): 8, Avoid Blow (1): 8, Forgery (1): 8, 
Poetry“ (1): 7, Read and Write Language (2): 8—(Dwarf/Throalic, Windling), Speak Language (2): 
8—(Dwarf/Throalic, Windling), Streetwise (1): 7, Dwarf/Throalic Law * (1): 7, Windling Lore (1): 7 
4 Artisan skill; “Knowledge skill 
Armor: Leather (Phys 3) 
Weapons: Windling Sword (Damage 7), Sap (Damage S) 
Equipment: Adventurer’s Kit, Booster Potion, Leather Gloves, Windling Trail Rations (1 week), Traveler’s Garb 
Loot: 2 copper, 4 silver, and 4 gold pieces 
Notes: Has the windling Astral Sight, Flight, and Increased Physical Defense racial abilities. 
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FIRST CIRCLE €LF TROUBADOUR 


“Tell me your tale, good friend, and I will share one of mine. Stories are meant for telling, after all. 
What good do they serve if they are held inside to wither, unused, and slowly die as they fade from 
memory? Yes, of your tale speak, brave adventurer, that it may nourish your legend as the spring 
rains nourish the fields. Old is the world, and much of it lost. What little of our past that remains 
lies hidden in the tales told by our grandfathers, tales passed down through the years by Trou- 
badours long dead. Through those stories their voices reach us from across the gulf of time, 
speaking of things gone and nearly forgotten, of splendors waiting to be re-discovered. Hear 
my songs of brave heroes who fight to regain the glories of the past and create the wondrous 
future, for these men and women are the legends of tomorrow.” 
DEX (13): 6 STR (11): 5 TOU (11): 5 
PER (16): 7 WIL (11): 5 CHA (18): 7 
Initiative: 5 Physical Defense: 7 
Physical Armor: 4 Spell Defense: 9 
Mystic Armor: 3 Social Defense: 10 
Death: 32 Recovery Tests: 2 
Unconsciousness: 24 Knockdown: $ 
Wound Threshold: 8 Movement: 7 
Karma Points: 4/4 
Troubadour Talents: Emotion Song (2): 9, First Impression? (2): 9, Impress” (1): 8, 
Item History” (1): 8, Karma Ritual? (1): 1, Mimic Voice? (1): 8 
Skills: Elven Lore * (2): 9, Etiquette (1): 8, Legends and Heroes * (2): 9, Melee Weapons (1): 7, Music“ (1): 8, Read and Write Language (2): 
9—(Dwarf/Throalic, Sperethiel), Speak Language (2): 9—(Dwarf/Throalic, Sperethiel), Streetwise (1): 8, Throwing Weapons (2): 8 
4 Artisan skill; “Knowledge skill 
Armor: Ferndask Shield (Deflect 1/2; Phys 1; Myst 2; Init 1; Shatter 16), Leather (Phys 3) 
Weapons: Short Sword (Damage 9), Bola (Damage 8; Range 6-12; Entangle 9), 2xDaggers (Damage 7; Range 5-10), 
Knife (Damage 6; Range 4-8) 
Equipment: Adventurer’s Kit; Musical Instrument; Trail Rations (1 week); Waterskin; Wealthy Traveler’s Garb 


Loot: 1 copper, 8 silver, and 1 gold pieces 
Notes: Has the elf Low-Light Vision racial ability. 


FIRST CIRCLE OBSIDIMAN WARRIOR 


“Lam a Warrior, pure and simple. I need no fancy theories or exotic weapons to fight. I need 
only myself and my skill, for my ways follow the forces of nature. I draw my abilities from 
the natural order, and I need nothing else. I have honed my skill through years of training 
and study. I know my enemies. I study their strengths and weaknesses, and I know how to 
defeat them. Iam a Warrior. My word is my honor and my cause true and just. lama 
Warrior. am a hero.” 
DEX (11): 5 STR (21): 8 TOU (19): 8 
PER (11): 5 WIL (13): 6 CHA (11): 5 
Initiative: 3 Physical Defense: 7 
Physical Armor: 8 Spell Defense: 7 
Mystic Armor: 1 Social Defense: 7 
Death: 43 Recovery Tests: 3 
Unconsciousness: 35 Knockdown: 8 
Wound Threshold: 15 Movement: 5 
Karma Points: 3/3 
4 Le M4, % t/ 
Warrior Talents: Acrobatic Strike (1): 6, Avoid Blow? (1): 6, Karma Ritual? (1): 1, iy’ Pari, 
Melee Weapons? (2): 7, Unarmed Combat? (2): 7, Wood Skin? (1): 9 ~ H «lt 
Skills: Ancient Weapons * (1): 6, Disarm (1): 6, Military History * (1): 6, Read and Write “ 2 
Language (2): 7—(Dwarf/Throalic, Obsidiman), Riposte (1): 6, Speak Language (2): 7—(Dwarf/ 
» Throalic, Obsidiman), Stone Carving“ (1): 6, Throwing Weapons (3): 8, Wilderness Survival (2): 7 
4 Artisan skill; Knowledge skill 
Armor: Body Shield (Deflect 4/0; Phys 5; Init 2; Shatter 21) 
* Weapons: Battle-Axe (Damage 14), 2xSpears (Damage 12; Range 5-10) 
Equipment: Adventurer’s Kit, Carving Tools, Trail Rations (1 week), Traveler’s Garb 
Loot: 7 silver and 1 gold pieces 
Notes: Has the obsidiman Increased Wound Threshold and Natural Armor racial abilities. 


, SII AM, 
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FIRST CIRCLE DWARF WEAPONSMITH 


“Do you know what it is that you carry? Of course it is a weapon, that is obvious. But do you see 
it? Do you understand it? Can you call up its power? I understand weapons. I can feel their 
patterns and see the truths of their existence. Sharpening an edge is mere child’s play com- 
pared to calling forth a weapon's power. You must coax a weapon's secrets from it, bring 
them forth carefully and slowly. Then and only then will its blade be truly sharp and its 
. full power revealed.” 
DEX (11):5 STR (13): 6 TOU (16):7 
PER (16): 7 WIL (16): 7 CHA (10): 5 
Initiative: 5 Physical Defense: 7 
Physical Armor: 4 Spell Defense: 9 
Mystic Armor: 2 Social Defense: 7 
Death: 39 Recovery Tests: 3 
Unconsciousness: 31 Knockdown: 6 * 
Wound Threshold: 11 Movement: $ 
* Knows the Wound Balance skill 
Karma Points: 4/4 
Weaponsmith Talents: Evaluate ? (1): 8, Forge Weapon” (2): 9, Haggle” (2): 7, 
Karma Ritual (1): 1, Melee Weapons (1): 6 , Steel Thought? (1): 8 
Skills: Ancient Weapons * (2): 9, Avoid Blow (1): 6, Bribery (1): 6, Read and Write Language (1): 
8—Dwarf (Dwarf/Throalic), Research (1): 8, Rune Carving* (2): 7, Speak Language (1): 8—Dwarf 
(Dwarf/Throalic), Streetwise (1): 8, Throal History * (1): 8, Throwing Weapons (2): 7, Wound Balance (1): 7 
4 Artisan skill; Knowledge skill 
Armor: Padded Leather Armor (Phys 4) 
Weapons: Broadsword (Damage 11), Hand-Axe (Damage 10), 2xDaggers (Damage 8; Range 5-10), Knife (Damage 7; Range 5-10) 
Equipment: Adventurer’s Kit w/Tent, Carving Tools, Forge Tools, Trail Rations (1 week), Traveler’s Garb 
Loot: 1 copper, 6 silver, and 3 gold pieces 
Notes: Has the dwarf Heat Sight racial ability. 


APPENDIX 


FIRST CIRCLE OBSIDIMAN WIZARD 


“Adepts may be very good at what they do, but they do not understand what they do. They 
act and react based on instinct and intuition, but their lack of knowledge forever denies them 
true power. Only those who understand how and why things work can truly comprehend the 
world. Understanding, then, is the province of the Wizard. And only through learning and 
discipline does that understanding come. Yet gladly does a Wizard endure, for understand- 
ing is the purpose of his life.” 

DEX (11): 5 STR (19): 8 TOU (15): 6 

PER (16): 7 WIL (14): 6 CHA (11): 5 

Initiative: 5 Physical Defense: 7 

Physical Armor: 3 Spell Defense: 9 

Mystic Armor: | Social Defense: 7 

Death: 38 
Unconsciousness: 30 
Wound Threshold: 13 
Karma Points: 3/3 
Wizard Talents: Astral Sight? (1): 8, Karma Ritual? (1): 1, Read/Write Magic? (1): 8, 

Spellcasting P (2): 9, Spell Matrix? (1): 1, Spell Matrix (1): 1, Thread Weaving [Wizardry]? (1): 8 

Skills: Creature Lore * (1): 8, Magical Lore “ (1): 8, Magical Theory (1): 8, Melee Weapons (2): 7, 

Missile Weapons (1): 6, Physician (1): 8, Research (1): 8, Read/Write Language (2): 9—(Dwarf/Throalic, 

Obsidiman), Robe Embroidery“ (1): 6, Speak Language (2): 9—(Dwarf/Throalic, Obsidiman), Throwing Weapons (1): 6 


4 Artisan skill; “Knowledge skill 


Recovery Tests: 3 
Knockdown: 8 
Movement: 5 


Wizardry Spells: Astral Sense, Crushing Will, Dispel Magic, Divine Aura, Ignite, Iron Hand, Mind Dagger 
Weapons: Mace (Damage 12), Troll Sling (Damage 12/2D10; Range 10-20), 2xSpears (Damage 12; Range 5-10) 
Equipment: Adventurer’s Kit, Embroidered Robe, Embroidery Tools, Grimoire, Trail Rations (1 week), Wealthy Traveler’s Garb 


Loot: 2 silver pieces 
Notes: Has the obsidiman Increased Wound Threshold and Natural Armor racial abilities. 


~ OPTIONAL RULES 


OPTIONAL RULES TABLE 

Optional Rule Reference 

Damage to a Limb Combat, p.223 
Damage to Weaponsand Armor Combat, p.224 
Cover Density Combat, p.227 
Fleeing From Combat Combat, p.229 
Weapon Reach Combat, p.230 
Grappling Out-sized Opponents Combat, p.231 


Citely hased SiuDute Building Your Legend, p.238 


OPTIONAL RULES TABLE 
Used? Optional Rule Reference 
Hidden and Surface Traits Creating Characters, p.33 
Riposting Longer Weapons Talents, p.79 
Practical Knowledge Skills, p.88 
Languages as Individual Skills —_ Skills, p.91 
Unweaving Threads Thread Magic, p. 120 
Untutored Spell Learning Spell Magic, p. 131 
Spell Learning Cost Spell Magic, p. 132 


Spell Legend Point Cost Spell Magic, p. 133 Improvement 


OOOOOOOOOAOOO0O00O 


Bypassing Cover 

Take the Initiative 
Initiative-based Movement 
Action Cap 

Maximum Weapon Damage 
Minimum Weapon Damage 
Wounds That Bleed 


Spell Magic, p. 134 
Combat, p.215 
Combat, p.216 
Combat, p.217 
Combat, p.220 
Combat, p. 221 
Combat, p.222 


OOOOOO0O 0 OOoOo0oO0o0 


Aligning Talents and Skills 
Using All Talents to Advance 
Realigning Durability 
Initiation Tests 


Multi-Discipline Karma Rituals 


Enduring Armor by Strength 
Blood Charm Depatterning 


Building Your Legend, p.240 
Building Your Legend, p.240 
Building Your Legend, p.243 
Building Your Legend, p.245 
Building Your Legend, p.245 
Goods and Services, p.254 

Goods and Services, p.258 


